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AGENDA 


■ Asset Creation 

" High vs Low Poly 

■ Map Design 

■ Terrain vs Parts 

■ Building Your Map 

■ Lighting 

” Day vs Night 

■ Tips 



Asset Creation 


High detail - Realistic Low detail - Cartoony 



Style Choice 

■ Cartoony assets work well in casual and social games 

■ Realistic detailed assets work well in survival and combat games 



■ With proper skill, low poly and high poly have potential to work well in any game 
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https://www.roblox.com/qames/277304089 
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Asset Creation: Low Poly 

■ Low poly assets are friendly with a game's performance 

■ Simple and quick to create 

■ Limit the poly count 

■ Try using bevel modifier! 
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Asset Creation: High Poly 

■ Roblox limits the polygon (tris) count to 10k tris per asset, anything above will fail to upload 

■ High poly assets should be created with detail and design in mind 

■ Guns are a great example, they should be detailed as in most RPG's they are the star feature! 
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Design 

Layout 

° Have a layout that makes sense for your targeted audience and game genre 

° Have a variety of height levels in terrain, having it all at one height throughout is boring, think: mountains, hil 

caves, ect 

Size 

° Design a map where users won't get lost in the design, but still feel immersed in your game's world 

■ Story 

” This is where you give your map it's own life and history 

° users can see effort put into the design and appreciate it, even creating their own lore 
” Your game should be its own uniquely immersive world tailored to fit your gameplay 





Beginner Map Tutorial: Simulator 

■ You will be designing a smaller map, while having extra fun colors and 
unique worlds to keep users wanting more. 

■ For sims, I would recommend sticking to parts and meshes because you 
can grasp a unique style very easily. 





Pet Sim Map Analysis 




















Beginner Map Tutorial: RPGs 

■ For RPGs you can go the part or terrain map way! 

■ Both work really well (Vesteria/World//Zero/Ro-Ghoul). 

■ Make sure to really nail your lighting, and create a world that is unique to your game. 


a. Achieve this with original lighting, skyboxes, and terrain colors. 

























Beginner Map Tutorial: Others 

■ You should always have a reasonable size and specific style 
mind when designing a map. 

■ Do your research before you begin designing the map 






TERRAIN 


■ Pros: Great for capturing a realistic scene, potentially create immersive and unique worlds 

■ Cons: Hard to master, cartoony assets do not always blend well, limited control over terrain 
appearance 






PARTS 


■ Pros: Complete control over appearance, works well with cartoony to realistic designs 

■ Cons: Difficult to obtain smooth transitions, limited with material choice 







Building Your Map 



Greyboxing 

■ Greyboxing should be the simplest 
step for designing a map. 

■ This is where you plan the general 
design of your map with parts or 
boxes 

■ Writing descriptions of what a box or 
marker is, always helps me in the 
future design 
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Progression 

■ As you progress through the creation of 
your map, you should be testing frequently 
to make sure the map feels good. 

■ Use plain parts or boxes to mark houses, 
roads, and other important interactable 
features 
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Final Product??! 

■ Begin by adding your map's 
features such as buildings, 
structures, and vegetation. 

■ Make sure there are clear paths 
for users to follow 
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What if you don’t love it? 

■ I completed the map, but really 
didn't like the style 

■ I felt it would keep users from 
wanting to explore a complete 
world 

■ Start over! It's not a bad thing, it 
can only get BETTER!! 
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Lighting 



Mood & Feeling 

■ Creating mood is when we use specific lighting settings that target 
a specific feeling or emotion from our players 

° Softer and lighter settings will make users feel at peace 
° Darker or harsher colors will make users feel alert 


■ Using specific color schemes to create emotions 
° Red - angry/danger/scary 

° Blue - sad/peace/calm 

° Yellow - excitement/alarm 


■ Skyboxes that enhance the map and maintain the theme 











Luminescent Water Effect Tutorial 


ilColors 


MaterialColors 


[Click to expand] 


WaterColor 


WaterColoi 


WaterReflectance 1 


WaterReflectance 0.7 


WaterTransparency 1 


WaterTransparency 0.95 


WaterWaveSize 


WaterWaveSize 


WaterWaveSpeed 10 


Workspace 


Parent 


Arch iv able 


CollisionOroupId 0 


Access the terrain property settings 


Change the watercolor, to a very saturated cyan 


Alter the water reflectance, and transparency as 
you desire 


























Weather 









Day and Night 


■ Day and Night 

° This is where we use lighting settings to create a specific day or night environment 

° When creating these moods, we want to make sure the users appreciate both day and night 

■ If users are complaining about your night mode, you're doing something wrong, check 
your color and make sure the brightness or darkness isn't overwhelming! Balance is 
key. 






Day and night don't have to be realistic, adding a touch of color peaks a user's interest! 
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Jailbreak Map Analysis 

Day-Night Cycle 
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Color 


■ This is where strategic and more professional color lighting 
choices are made to fully enhance map design 

■ Colors of the color wheel are blended together to create depth 

- Red and green 

- Blue and orange 





Even if you don't have day/night in your game, the colors should still be interesting! 
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Appearance 



Ambient 

[0.0,0] 


Brightness 

1 


Co lo rSh ift_Botto m 

■ [255,255,255] 


ColorShift_Top 

[0,0,0] 


GlobalShadows 

>/ 


OutdoorAmbient 

■ [143,143,143] 


Outlines 



Technology 

Legacy 

> 

Data 


> 

Behavior 


> 

Exposure 



Fog 



FogColor 

■ [255,255,255] 


FogEnd 

1500 


FogStart 

100 



Appearance 



Ambient 

■ [126,120,162] 


Brightness 

1 


ColorShift_Bottom 

■ [143,160,190] 


ColorShift_Top 

[71,58,66] 


GlobalShadows 

>/ 


OutdoorAmbient 

■ [135,135,128] 


Outlines 



Technology 

Legacy 

> 

Data 


> 

Behavior 


> 

Exposure 


V 

Fog 



FogColor 

■ [175,207,242] 


FogEnd 

1500 


FogStart 

100 



Greyscale 


Add Simple 
Cool Colors 







Pet Sim Map Analysis 

Color Scheme 







Jailbreak Map Analysis 

Color Scheme 




















Tip #1 


■ Players should be able to explore your world, and enjoy exploring. 

■ If you or your players are not intrigued by the design, your core loop will be 
dulled 


Don't force the player to explore, they should want to explore on their own 



















Color 


Terrain Height Differences 















Tip #2 

■ Want your players to feel a connection with your map or game? 

■ Try to create a story with how you layout the map, or little easter eggs that might 
reward the player in some way 








Tip #3 

■ Prevent yourself from over-clustering your map with asset spam, in 
some cases it may be great, but other times it may confuse the player 





Tip #4 

■ One thing I've learned is that map revisions are okay! If you are not happy with the 
outcome of your map, redo it! The first time you create a map in studio may feel a bit 
scary, and once you have finished it, you might see flaws or areas where you can 
improve on for the next map 


o ♦♦ 








Tip #5 

■ Want to make terrain like me? Here's a few ways that I use the current terrain 
brush to my advantage 




Hold down shift and click at the same time, 
then scroll up/down on your mouse wheel to 
get this tapered effect 
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Works for adding terrain too! 







Tip #6 

■ Change up the default terrain colors 

■ The default settings for terrain is very limiting, change it up however you like to fit your world 



Default terrain colors 


Vibrant greens 


Dull red, yellow, brown 
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You can change terrain material 
colors in the properties tab when 
you have terrain selected in the 
explorer! Make sure to expand the 
MaterialColors option and go wild. 


Explorer 

& X 

r i Iter workspace (Ctrl+Shift+X) 


v £ Workspace 

▲ 

Camera 


22 Terrain 


Players 
® Lighting 


BB Re plicated First 

BB Replicated Storage 
ServerScriptService 

ServerStorage 

gS? StarterGui 

StarterPack 


> yg StarterP layer 

▼ 

Properties-Terrain "Terrain" 

& X 

Filter Properties (Ctrl+Shift+P) 

▼ 

v Appearance 



> MaterialColors [Click to expand] 


WaterColor 

[53,53,0] 

WaterReflectance 

0.4 

WaterTransparency 

1 

WaterWaveSize 

1 

WaterWaveSpeed 
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QUESTIONS? 

Thank you for your time. 







